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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 


CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


EVERYONE 


Visit www.esrb.org or 
call 1-800-771-3772 for info 


LICENSED BY 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


NINTENDO, GAME BOY, GAME BOY COLOR THIS GAME PAK WILL WORK ONLY WITH THE 


AND THE OFFICIAL SEAL ARE TRADEMARKS 
OF NINTENDO OF AMERICA INC. 
© 1989, 1998 NINTENDO OF AMERICA INC. 


GAME BOY® COLOR VIDEO GAME SYSTEM. 
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STARTING THE GAME 
Make sure the POWER switch is OFF. 


Insert the Spider-Man 2: The Sinister Six Game Pak into the Game 
Boy” Color slot as described in your Nintendo Game Boy” Color 
instruction manual. 


Turn the POWER switch ON. 


Note: The Spider-Man 2: The Sinister Six Game Pak is for Game 
Boy Color only. 


When the Main Menu screen appears, you will see four options: 
New Game, Options, Continue, and Credits. Use the Control Pad 
to move up and down to your selection, and then press Start or 
the A Button. (For an explanation of the Password Screen, please 
refer to page 16.) 


After selecting New Game, the Difficulty Setting Screen will 
appear with three options: Easy, Medium, 
and Hard. Use the Control Pad to move up 
and down to your selection, and then 
press Start or the A Button. 


GAME BOY’ COLOR 
CONTROLS 
Jump/Make Selection 


Run/Scroll Menu 


Attack/Previous Screen 
Mission Screen 


@@ :: 
SELECT START ee 
Pause Game mec 


Shoot Web Immobilizer B+A 
Web Swing A +A (hold) 


THE MAN BEHIND THE SPIDER 


Peter Parker was orphaned at an early age, and went to live in 
Forest Hills, Queens, New York with his elderly aunt and uncle. He 
grew up as a shy, bespectacled, studious boy with a real talent for 
the sciences. It was at a scientific demonstration of a new 
radiation technology that the 
incident happened that would 
change his life forever. 


Unperceived by the crowd, a 
spider had crept into the beam of 
radiation being generated by the 
experiment. Glowing strangely all 
the while, the spider dropped 
down onto the hand of an 
unsuspecting Peter Parker, and 
bit him. 


Feeling unnerved, Peter left the building and wandered home in 
a daze. When a car almost clipped him, he leapt up high without 
thinking onto the side of a building, where he stuck like a spider. 
Indeed, this young boy had gained the powers of a spider—speed, 
strength, wall-sticking, and an unerring sixth sense which warns 
him of danger just before it occurs. 


THE POWERS OF THE SPIDER-MAN 


Spider-Man has a total of four powers: spider-strength, spider- 
speed, spider-grip, and spider-sense. The combination of these 
amazing abilities, as well as his equipment, make him one of the 
most powerful, dynamic, and undefeatable heroes of all time! 


1. Spider-Strength: 


The radioactive spider that bit 
Peter transferred its 
characteristics into his DNA. 
Among these was the 
proportionate strength of a 
common house spider. His 
enormous spider-strength allows 
him to lift or press 10 tons under 
optimal conditions. 
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Spidey's might makes him deadly in hand-to-hand combat, 
which is his main form of direct attack. He uses strength with his 
spider-sense and spider-speed in combat, making him extremely 
hard to surprise, harder to hit, and even harder to withstand. 


2. Spider-Speed: 


As well as gaining the strength of a spider, Peter also inherited the 
arachnid's swift speed. He can move and react several times faster 
than an ordinary human. His reflexes allow him to dodge a bullet (if 
far enough away), and coupled with his uncanny spider-sense, 
gives him a definite advantage in dangerous situations. Very rarely 
is Spider-Man surprised or unaware in a fight, no matter how 
sneaky or devious the villain. 


3. Spider-Grip: 


Spider-Man's most helpful ability in his crusade against evil is the 
spider's natural ability to walk on walls and ceilings. His spider-grip 


lets him get into all kinds of places, 
like air vents and elevator shafts. He 
often uses his "grip" to hide in 
corners and on ceilings, dropping in 
at the most opportune time. Spidey 
can attach himself to basically 
anything, and can also use this 
power to hold onto objects. 


4. Spider-Sense: 


This ability has saved Spidey 
numerous times in the heat of 
battle. It is an extended danger sense, and it gives Peter an itching 
feeling at the base of his skull whenever danger is near. The scope of 
this power is enormous, and aids him in both everyday and combat 
situations. The sensation this power gives him helps him to “focus in” 
on the source of the danger. It acts like radar, guiding him if he's lost 
or plunged into darkness. 


MAIN MENU NN se gee 


The Main Menu contains four options \ 
that you can select by scrolling up and & NEW GAME 
down with the Control Pad. When an ¢ 

option is highlighted, make a selection by 
pressing the A Button or START. 


OPTIONS MENU 


Change the Music and Sound volume by 
highlighting the desired option and 
pressing the A Button. Once you have 
finished your changes, select Back and 
press the A Button to go back to the 
Main Menu. Pressing the B Button will 
also take you back to the Main Menu. 


ON-SCREEN DISPLAY 


Spider-Man Health Meter—This meter displays how much health 
Spider-Man has left. The meter is purple at full health and gray 
when empty. 


Enemy Boss Health Meter—When Spidey encounters an enemy 
boss their health is displayed here. The meter is blue when full and 
gray when empty. This meter is empty until Spider-Man faces an 
Enemy Boss. 


Web Fluid Indicator—This meter represents how much fluid is left 
in Spider-Man’s web-shooters. The meter is blue and white when 
full and turns gray when empty. 


Extra Life Indicator—This 
represents the remaining number of 


lives Spider-Man has. 
Health Web Bar 


Boss Health Lives 


6 Item Held 


MISSION OBJECTIVES SCREEN 


The Mission Objectives screen is displayed by pressing SELECT 
during gameplay. 


Primary Goal—This is displayed on the 
cover of a Daily Bugle newspaper. The 
newspaper headline will display a picture 
of a mission-critical object or character, 
or the way to gain access to the next 
level of gameplay. 


Password — Displayed below the 
Primary Goal is the password that will 
allow access to the current level at a 
later time. 


POWER-UPS AND SPECIAL ITEMS 
Power-Ups 


Spidey Life—This gives Spidey one more life. 


Spidey Health Burst—This will restore 10% of 
Spider-Man’s health bar. 


Spidey Health Blast—This will restore 30% of 
Spider-Man’s health bar. 


Mini-Web Cartridge—This adds 10% more web 
fluid to Spider-Man's reserve. 
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Maxi-Web Cartridge—This adds 50% more web 
fluid to Spider-Man's reserve. 
Special Items 


Spidey Armor—This will make Spider-Man 
invincible for a short duration. 


Keys—!In order to progress from one level area to 
another, Spider-Man must locate and utilize a 
number of keys. These keys can be located 
anywhere on the level, or they may be carried by 
one of the many enemies Spider-Man will 
encounter. Explore all areas and confront all 
baddies to find the keys. 


Spider-Man's enemies are numerous and legendary. The odds are 
definitely not in the favor of everyone’s favorite wall-crawling hero. 
Here is a sampling of the foes that have been gathered to make 
Spider-Man's life all the more interesting. 

Crash 


A ruthless gang member all of his life, Crash and his 
gang fear nobody, not even Spider-Man. 


Jenna 


has the ability to launch and control deadly exploding 
orbs with her mind. 


Dealing in the art of sorcery, Jenna is feared by all. She : 


Mole 

After claiming gang rights to most of New York, he was 
chased out of town by his enemies. Now he just sits inside 
windows and attacks anyone he can. 

Sylvia 

A powerful foe, Sylvia has taken to the streets to see if 
anyone can match her skill in martial arts. 

Pitbull 


This punk knows how to rumble! After years of fighting 
underground for money, he has surfaced on the streets to 
try and make a living by robbing people. 


Gage thinks because he has a gun, that gives him the right 
to roam the city shooting at anything that moves. 
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ENTER PASSWORD SCREEN 


Select Continue from the Main 
Menu to enter a password. Use 
the Control Pad to select a 
character and press the A Button 
to accept. To remove a character, 
press the B Button. Highlight and 
select Y to accept and xX to exit 
the Password Screen. After all 
six characters have been 
inputted, the game will begin at 
the last level achieved. 


Exit 


Accept 


Selected Characters/Password 


GAME OVER/CONTINUE SCREEN 


The Game Over/Continue Screen will 
appear when Spider-Man has lost his 
last life. Select V to resume the game at 
the beginning of the last level Spider- 
Man achieved. Difficulty, Game Level, 
Number of Lives, etc. will be retained in 
the continued game. Select X to quit 
the game. A password will be provided 
to continue the game at a later time. 
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CUSTOMER SUPPORT 


You must be at least the age of 13 years old in order for us to assist you when contacting 
Customer Support. 
Note: Please do not contact Customer Support for hints/codes/cheats; only technical 
issues. 
Internet: http://www.activision.com/support 
Our support section of the web has the most up-to-date information available. We 
update the support pages daily so please check here first for solutions. 
E-Mail: support@activision.com 
A response may take anywhere from 24-72 hours depending on the volume of 
messages we receive and the nature of your problem. 
Note: Internet/e-mail support is handled in English only. 
Phone: (310) 255-2050 
You can call our 24-hour voice-mail system for answers to our most frequently 
asked questions at the above number. Contact a Customer Support representative 
at the same number between the hours of 9:00 am and 5:00 pm (Pacific Time), 
Monday through Friday, except holidays. 
Please do not send any game returns directly to Activision. It is our policy that 
game returns must be dealt with by the retailer or online site where you purchased 
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SOFTWARE LICENSE AGREEMENT 


IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH 
BELOW. "PROGRAM" INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY 
PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND 
DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE 
PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION’). 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy 
of this Program solely and exclusively for your personal use. All rights not specifically granted under this Agreement are 
reserved by Activision. This Program is licensed, not sold. Your license confers no title or ownership in this Program and 
should not be construed as a sale of any rights in this Program. 

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof 
(including but not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch 
phrases, locations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, 
moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. This 
Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other 
laws. This Program contains certain licensed materials and Activision's licensors may protect their rights in the event of any 
violation of this Agreement. 


YOU SHALL NOT: 

¢ Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming 
center or any other location-based site. Activision may offer a separate Site License Agreement to permit you to make 
this Program available for commercial use; see the contact information below. 

¢ Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

* Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on 

which the Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. 

If the recording medium is found defective within 90 days of original purchase, Activision agrees to replace, free of charge, 


any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the date of 
purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no longer available, 
Activision retains the right to substitute a similar program of equal or greater value. This warranty is limited to the recording 
medium containing the Program as originally provided by Activision and is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
prescribed by statute are expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON- 
INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE 
ACTIVISION. 

When returning the Program for warranty replacement please send the original product cartridge only in protective packaging and 
include: 

(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing 
the defect, the problem(s) you are encountering and the system on which you are running the Program; (4) if you are returning 
the Program after the 90-day warranty period, but within one year after the date of purchase, please include check or money order 
for $15 U.S. currency per cartridge replacement. Note: Certified mail recommended. 

In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, 
LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S 
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME 
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION 
OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR 
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY 


HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to 
comply with its terms and conditions. In such event, you must destroy all copies of this Program and all of its component 
parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense 
and are provided as "Commercial Computer Software" or ‘restricted computer software." Use, duplication or disclosure by the 
U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the 
Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and 
(2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The 
Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, 
you agree that Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable 
remedies with respect to breaches of this Agreement, in addition to such other remedies as Activision may otherwise have 
under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, 
employees and agents harmless from all damages, losses and expenses arising directly or indirectly from your acts and 
omissions to act in using the Product pursuant to the terms of this Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and 
supersedes all prior agreements and representations between them. It may be amended only by a writing executed by both 
parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only 
to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. This 
Agreement shall be construed under California law as such law is applied to agreements between California residents entered 
into and to be performed within California, except as governed by federal law and you consent to the exclusive jurisdiction of 
the state and federal courts in Los Angeles, California. If you have any questions concerning this license, you may contact 
Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, 
legal@activision.com. 
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Activision, Inc., P.0. Box 67713, Los Angeles, CA 90067 

MARVEL and SPIDER-MAN: TM and © 2001 Marvel Characters, Inc. All rights reserved. Published and 
distributed by Activision, Inc. and its affiliates. Activision is a registered trademark of Activision, Inc. and 
its affiliates. © 2001 Activision, Inc. and its affiliates. Spider-Man 2: The Sinister Six developed by Torus 
Games. Licensed by Nintendo of America Inc. for use on the Game Boy Color handheld game platform. 
Spider-Man: Mysterio’s Menace developed by Vicarious Visions. Licensed by Nintendo of America Inc. 
for use on the Game Boy Advance handheld game platform. © 1989, 1998-2001 Nintendo of America 
Inc. Game Boy and Game Boy Advance are trademarks of Nintendo. © 2001 Nintendo of America. The 
ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks and 
trade names are the properties of their respective owners. 


Visit www.esrb.org 
or call 1-800-771-3772 
for more info 


80215.260.US 


